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	Year Group
	Design
	Make
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	Technical Knowledge

	National Curriculum
	Key Stage 1
· design purposeful, functional, appealing products for themselves and other users based on design criteria
· generate, develop, model and communicate their ideas through talking, drawing, templates, mock-ups and, where appropriate, information and communication technology
Key Stage 2 
· design purposeful, functional, appealing products for themselves and other users based on design criteria
· generate, develop, model and communicate their ideas through talking, drawing, templates, mock-ups and, where appropriate, information and communication technology
Key Stage 3 
· use research and exploration, such as the study of different cultures, to identify and understand user needs
· identify and solve their own design problems and understand how to reformulate problems given to them
· develop specifications to inform the design of innovative, functional, appealing products that respond to needs in a variety of situations
· use a variety of approaches [for example, biomimicry and user-centred design], to generate creative ideas and avoid stereotypical responses
develop and communicate design ideas using annotated sketches, detailed plans, 3-D and mathematical modelling, oral and digital presentations and computer based tool.
	Key Stage 1
· select from and use a range of tools and equipment to perform practical tasks [for example, cutting, shaping, joining and finishing]
· select from and use a wide range of materials and components, including construction materials, textiles and ingredients, according to their characteristics
Key Stage 2 
· select from and use a wider range of tools and equipment to perform practical tasks[for example, cutting, shaping, joining and finishing], accurately
· select from and use a wider range of materials and components, including construction materials, textiles and ingredients, according to their functional properties and aesthetic qualities
Key Stage 3 
· select from and use specialist tools, techniques, processes, equipment and machinery precisely, including computer-aided manufacture 
· select from and use a wider, more complex range of materials, components and ingredients, taking into account their properties
	Key Stage 1
· explore and evaluate a range of existing products
· evaluate their ideas and products against design criteria.
Key Stage 2 
· investigate and analyse a range of existing products
· evaluate their ideas and products against their own design criteria and consider the views of others to improve their work understand how key events and individuals in design and technology have helped shape the world
Key Stage 3
· analyse the work of past and present professionals and others to develop and broaden their understanding investigate new and emerging technologies
· test, evaluate and refine their ideas and products against a specification, taking into account the views of intended users and other interested groups
· understand developments in design and technology, its impact on individuals, society and the environment, and the responsibilities of designers, engineers and technologists
	Key Stage 1
· build structures, exploring how they can be made stronger, stiffer and more stable
explore and use mechanisms [for example, levers, sliders, wheels and axles], in their products.
Key Stage 2 
· apply their understanding of how to strengthen, stiffen and reinforce more complex structures
· understand and use mechanical systems in their products [for example, gears, pulleys, cams, levers and linkages]
· understand and use electrical systems in their products [for example, series circuits incorporating switches, bulbs, buzzers and motors]
· apply their understanding of computing to program, monitor and control their products.
Key Stage 3 
· understand and use the properties of materials and the performance of structural elements to achieve functioning solutions
· understand how more advanced mechanical systems used in their products enable changes in movement and force
· understand how more advanced electrical and electronic systems can be powered and used in their products [for example, circuits with heat, light, sound and movement as inputs and outputs]
· apply computing and use electronics to embed intelligence in products that respond to inputs [for example, sensors], and control outputs [for example, actuators], using programmable components [for example, microcontrollers].
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	Nursery
	· To design what they would like their puppet to look like. (features)
	· To make a finger puppet character.
· To thread laces through
· e.g. numerals with pre- cut holes
· To thread a large-eyed plastic needle with wool or string. thread.
	· Evaluate existing finger puppets.
	· To sort fabric into ‘felt’ and ‘not felt’.
· To pick up small items with a pincer grip.
To know that two materials/resources can be joined together using glue.

	Reception
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Make
	· Children will learn how to make changes to materials using scissors.




Evaluate
	



Technical Knowledge

	Year 2
Puppets
	Using a template to create a design for a puppet
	· Cutting fabric neatly with scissors
· Practise running stitch on binka material
· Using joining methods to decorate a puppet (running stitch)
· Sequencing steps for construction
	· Reflecting on a finished product, explaining likes and dislikes
	· To know that ‘joining technique’ means connecting two pieces of material together
· To know that there are various temporary methods of joining fabric by using staples. glue or pins
· To understand that different techniques for joining materials can be used for different purposes
· To understand that a template (or fabric pattern) is used to cut out the same shape multiple times
· To know that drawing a design idea is useful to see how an idea will look
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	Year 4
Cushions
	· Designing and making a template from an existing cushion and applying individual design criteria
	· Following design criteria to create a cushion
· Selecting and cutting fabrics with ease using fabric scissors
· Threading needles with greater independence
· Tying knots with greater independence
· Sewing using running stitch to join fabric
· Decorating fabric using appliqué and cross stitch (on binka)
· Completing design ideas with stuffing and sewing the edges

	· Evaluating an end product and thinking of other ways in which to create similar items
· Evaluating the quality of the stitching on
others’ work in more detail
· Identifying aspects of their peers’ work that they particularly like and why
	· To know that applique is a way of mending or decorating a textile by applying smaller pieces of fabric
· To know that when two edges of fabric have been joined together it is called a seam
· To know that it is important to leave space on the fabric for the seam
· To understand that some products are turned inside out after sewing so the stitching is hidden
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	Year 5
Fastenings on a pencil case 
	· Writing design criteria for a product, articulating decisions made
· designing a personalised pencil case
	· Making and testing a paper template with accuracy and in keeping with the design criteria.
· Measuring, marking and cutting fabric using a paper template
· Selecting a stitch style to join fabric (back stitch all around), working neatly sewing small neat stitches
· Incorporating fastening to a design (using a zip with a running stitch)
	· Testing and evaluating an end product against the original design
criteria 
• Deciding how many of the criteria should be met for the product to be considered successful
· Suggesting modifications for improvement
· Articulating the advantages and disadvantages of (range of fastenings) different fastening types
	· To know that a fastening is something which holds two pieces of material together for example a zipper, toggle, button, press stud and velcro
· To know that different fastening types are useful for different purposes
· To know that creating a mock up (prototype) of their design is useful for checking ideas and proportions










	
